i uu r //www.replacewentdocs>cow^ 



Its program code, graphic representation and artwork are the 

copyright of Ocean Software Limited and may not be reproduced, 

stored, hired or broadcast in any form whatsoever without the 

written permission of Ocean Software Limited. 

All rights reserved worldwide. 

THIS PRODUCT HAS BEEN CAREFULLY DEVELOPED AND 

MANUFACTURED TO THE HIGHEST QUALITY STANDARDS. 

PLEASE READ CAREFULLY THE INSTRUCTIONS FOR LOADING. 

If for any reason you have difficulty in running the program and 

believe that the product is defective, PLEASE RETURN ONLY THE 

FAU LTYDISKfs) OR CASS ETTE(s} TO THE FOLLOWING ADDRESS 

NOT THE WHOLE COMPILATION. 

Mr. Yates, Ocean Software Limited, 6 Central Street, 

Manchester M2 5NS. 

Our quality control department will test the product and supply an 

immediate replacement if we find a fault. If we can not find a fault 

the product will be returned to you at no charge. 

Please note that this does not affect your statutory rights. 




Ol'MlATIOf 




Central control to Lone Wolf parachute into hostile territory locate enemy 

concentration carr.p rolease captives interred there? iepeat 

Operation Wolf: an exciting new concept in computer games, in which the enemy 

shoot at you from the screen Gun in hand, you must traverse hostile terrain, seeking 

your lellow countryman being held prisoner in a concentration camp 

Make your way through jungle filled with hostile soldiers, destroy any enemy 

installations and free ail townships you encounter, with no lood. no watr>r. no 

chopper cover, not nearly enough ammo and no idea if you are going to make it 

back volunteers only! 



CONTROLS 



OPTIONS : 

Joystick or Neos mouse in Port 2 

Selection made during loading pioeess following on screen instructions 

1 Player only. 

(No Keyboard option) 

MOUSE 

Movement normal 
Left Fire Button 
Right Tire Button 

JOYSTICK 



Grenades: Start level 
Fire Gun 



LEtT 



With FiftE not pressed sight moves m requesuxi direction at increasing speed With 
FIRE pressed moves at a constant low speed 
FlttE BUTTON — FIRE GUN, START LEVEL 
SPACE BAR — HBE GRCNADE 

— — PAUSE GAME 

-|- - RESTART GAME AFTER PAUSE 



GAMEPLAY 



Operation Wolf comprises six levels of lethai arcade action *ra:h ir.t;r»'?usnKj in 

difficulty as you progress. You are armed with a sub/machine gun with limited 

ammunition and a small number of grenades Extra ammunition arid grenades nan 

be collected by shooting at them when they appear on the screen 

Under no circumstances should yon shoot tiny ninocem civilians You must protect 

me hostages on levels five and six from any harm in order to ensure their safe escape 

Your energy leve! is shown on the right hand side of the screen and this will decrease 

J you are shot by a solitary soldier, (subsianUaliy if you are shot by a vehicle or you 

acctdentaUY lull a civilian or hostage) 

As you complete each level a small amount of your energy is replenished and 

when you have just a few units left; the display will flash and there will be an 

audible warning 

To complete a level you must shoot and destroy the relevant number ol soldiers, 

tanks, helicopters etc as displayed on the bottom of the soTOon 

This wjl probably be the most dangerous mission you tvjve ever undertaken Be 

alerl. be strong and above all be carofui 1 



STATUS & SCORING 



Snipers Con root, m trees behind windows) are considered shielded against dynamite 
or grenade attack. 

BIG MAN: 

Levels ] ,2.3 — May be shot m any part ol the body 
Levels 4 5 6 — May only fcio shot in the head 
Right hand panel displays . 



SCORE 



Number of magazines or lime remaining on "super" gun 
Number of rocket grenades 
Injury level 

Bottom panel displays : 

Number of hostagt?s reaching safety on current screen 

Number of men to destroy 



LOADING 

Position the cassette in your Commodore recorder 
with the printed side upwards and make sure that 
it is rewound to the beginning. Ensure that atl leads 
are connected. Press the SHIFT key and the 
RUN/STOP simultaneously. Follow the screen 
instruction - PRESS the PLAY ON TAPE, This 
program will then load automatically For CI 28 
loading type GO 64 (RETURN), then follow C64 
instruction. Follow the instructions as they appear 
on screen. Ensure that all peripherals are removed. 
N.B. If there is more than one title on either side of 
the cassette always stop the tape when the first 
game hos loaded. To load subsequent games reset 
the machine and follow previous loading 
instructions. It is advisable to ensure that the tape 
counter is set to zero at the start of the tape so that 
the position of the games can be noted for future 
use. 

DISK 

Select 64 mode. Turn on the disk drive, insert the 
program into the drive with the label facing 
upwards type LOAD"*", 8,1 (RETURN], the 
introductory screen will appearand the program 
will then load automatically. Follow the 
instructions as they appear on screen. 



Number of helicopters or boats to destroy 
Number of tanks to destroy 

When injury level reaches top ol screen player is dead Cone continue option 
allowed). Points are awarded for each adversary destroy ed Injury level rises il 
civilians nit. or if hit by enemy ttio. grenades oi knives. (The taller may be destroyed 
before they hii you!) Bonus points are awarded Ibi each section completed. ILgh 
score tab!f? is shown at start ol game: (Positions i - 10) 
New high score entry 

Selects letters with joystick or mouse and press FIRE A full slop terminates the entry 
A score in excess bj 1 50 00O is Excellent' 



Survival Summary 



Magazines - Shooting this gives one extra magazine qj ammunition 

Grenades Shooting this gives one extra rocket bomb, up to a max ol 5 

Free — Shooting this gives an increased rate ol lire lor one magazine 

P — Shooting this improves your physical condition 

Enemy missile fire can de shot down befote it hits you 

Vehicles can be destroyed by burets, but they must be hit several limes 



HINTS AND TIPS 



Don' l (ire constantly - - preserve your ammunition 

Tanks helicopters, boats and parachutists inflict most damage, shool them Lrst 

Pick up extra magazines grenades etc as soon as possible to: maximum lire 

power 

Avoid damaging the civilians 



CREDITS 



its picgiam code, graphic representation and artwork are the copyright ol Ocean 
Stilt ware Limited arid many not be reproduced stored hired or broadcast :n any term 
whatsoever without the written permission ol Ocean Software Limited All rights 
reserved wo3ldw.de 

Coding by Colin ?-~i\ 

Graphics by Steve WahxJ 

Music and sound effects by Jonathan Dunn 

Produced by Davjd Waid 

©1QS8 Ocean Software? Limited 

Licensed from ©Tccto Corp J9B7 Pro grammed by Ocean Sol: ware Limited 

Expert outside Europe and Australia jpgSQjhjbited 



TOTaliam 



GM^STiBUSTiERS 



M 



flnl Gtosttvusurt is a «* rjrt*o-p*wr mufo-lewl gsamt in which ihe players control members of the Ghosibustersleam The 
obpecuiue of the game is to light your way through each d 10 levels, capturing and flwing ghosts an (he way. The end of each 
level fttiures one or more guardians who. when defeated will yiekl a key allowing ihe pteyerlsf la exit ihar level. 

The charades are armed wilh both guns and Protean fleams. Creatures, can he shot with either weapon lu transform them into 
ghosts. The ghosts can men be zapped wnh [he proton beam lo stote them in Ihe payers' bwkpwci. Ammunition for the gun & 
tin-limned: Ihe preton beam has a limited charge which is displayed at the top of ihe screen. Also displayed are Hie number ol 
lives remamirig and Ihe number of ghosts collected 

On leacliing [he end d a tevel th*re is a short graphic sequence in which coReaed gjwas are beamed imo ghost storage A 
bonus is awarded lor each ghost. 

Some crealitres and objects I e.g. aildiurns. whwHjarrowsJ also award the player wilh bonuses: 

BEAM ENERGY UP 
SHOT POWER UP 

AUflA POWER - provi*ng a shieW for a Nmtted time 

SLIMER ■ die friendly ghost who wril hover around the player, acting as a shield and capping any creatures bo touches 

iThe laHer two bonuses will be lost H (he player loses, a Irfei 

Cental of CM versions is Dy iDysfJck 

Hold etown gun snd release to produce twnm 





THE DUNGEON OF DRAX 



PROLOGUE 

At trie finale of BARBARIAN - THE ULTIMATE WARRIOR, the barhanm defeated the 
warriors ofDrajc ark thus fiatd Princess Mariana from his evil spell 

LhaxfUd to tiw durnft oris beneath his black otitic.. vtfwirujf to wreafc disaster on theje welled Kingdom. 

h is decided that there is only one way to stap Drax Tft* barbarian and Man/inn herself cm 
accomplished swwdswoman - arc the only tuu warriors skilled enough ta siirvivttii£perumisjotirne>' to 
Or Arc's fair They must stop fum r>eh>e it is too (ate, 

CHOICE OF CHARACTER 

Tiiu rruiy choose to phiy either the barbarian or Princess Mariana. At the. Seaimina of the aame the 
two characters will appear. Choose your warrior by moving the joystick (eft or right and pressing VIKL. 

LEVELS 

Ton must fiahtyaur way through pJiree levels • the Wastelands, tne Caverns, aruf the Dana-tans 
before arriving at tfiejijurtn level, tiic Inner .Sanctum oJDrax. These sections must be flayed in the correct 
order. 

Loch of the first three levels is a maze consisting of upptfjtiipiniefy 2& scr«ns. As you view each 
screen it is possible to walk left, riant* or into doors or caves at tne back of the screen. 

The direction vou are waikmy, as viewed an a mop, is canrinuauy changing and tnerefore a compass 
(in which the. sward always points north) has Seen providea'ai the fjottomofthe screen. 

Wfuri vou reach the exit to tine next level the Level IXspEay tviff pulse as a warniru), ft is not 
advisable to leave a level in if tout first coUectina ail available magical objects (see below). 

MONSTERS 

On each of the first three levels you must fight six different types o/ monster, some of which am be 
kilted wilh one wctf-ploted blow. 
They are: 

The Wastefajids Saurian beasts, Neanderthal men, Apes, Mutant f ftiefeciu, .StJiDbers, floaters. 

Tlfa Caverns Canuvares, Oc Gtiar<£s, Crabs, .SlnJiering Tnings, Cave TraUs, ^ttnoers, 

Tltc Dttno.£(m Pit Tfcngs, LXmoeon Masters, Giant Grnfls, Goofifas, Eyes, Orctets. 

If you survive to the Sanctum of Orax you mu^t face The Living Idol a great Demon and, finally, 
the dreaded l>ax. r 

MACUCAL OBJECTS 
In eacft of the jtrsl three levels there are two magknE oojeets tiuitycm wuT rwtd to coflect in order 10 
survive throughout the t|ueSL 

Tfte axe increases your strength; 

Thcniahe guards against death Jtotti IVa.rs magic: 

The potion increases your resistance; 

Tfie key opens purtftiflis aWs; 

"f 'In- shield guards agahist instant death, from tne L lemon's fire; 

Tfie jeu*e£ disahles tite Living foot when the idol is reached^ 

ENERGY AND LIVES 

Tour energy is dbplayed as a bar at the top rigftt of the screen. When, it runs out you bse a life. 

Toil start the game with jive fives. More lives can be gained" throughout the game by cofJu^ctiruj any 
sluius you mayjind. These contain the iife-fara. of warriors who have yrecedesi you, Wrten vou lose all 
your lives you restart the current Eevet 

The energy of the current monster you are Jtgftting is atsputyed as a bar at the top left of the screen. 
When it runs out the monster is destroyed! 

SCORING 

The more difficult haluma moves wi£[ score higniy and da more damage, 

JO rSTIQC MOVES 
These areyour joystick moves when you are facina rioht (reverse these wften/acing Ee/0, 

WTUOUT me eunoNrtt^EP 




WlSHUMt BurtOMfRt^rti 
OvtnMJto an funmng iump 
CHJCMT . twMH PfltLtEDID 



fJFffc 



+ 



K if. 



lb jump across holes or pits you will need to niafie a ruunmo jump, if you do not jump jar enough 
vou wiil find yourself teetering on the far edge of the hole. By swiftly wuggfrrtg the joystick (eft ani right 
you mflv save yourself, 

Jij^RHAk r.-i.\: il l-. m> arnmnti urn j,^^ *-,■ ynvr PRi hw ,v«nJ i-r k Mlr^KI i :i Wpl i irrupr™^, s v h ' "^lki.k *nd inn «m ni* 

i.!*,iiu*»tHpfy^nii«| ^.KtWWrWlba ^nim *mi<\mtH*d:pvtfm«mmjt*'iV<.UL A'l KlNAlN d-JTlKM I.ANSlJrtS! j,if K\l\ ni,Mi;^ 
AianXI Jiid rirti^i F-^m^m,^ b^ Kfl I frt tt I J tJUWXI I. M-lt ^ (.1 S ji. ^^iiumT Urdfinu fcj J.iUl.vr CAMlM I I 



Dm/^lsliJkJMJiJA 



The latest hot arcade game from Data Last explodes with heart-thumping 
fury. Seven levels of lean, mean, fighting screens to battle through. 
Use yonr special Martial Arts skills. Punch, Kick, Jump. Ftytno/kick and 
Super-punch; with added power En Lhe shape of special ninja-style 
weapons. 

The opponents in your battle for supremacy are four types of Evil 
Dinja Assassins whose skills are manifold and dangerous. Also out to 
spoil your day are acrobatic Women Warriors, 

At the end of each level you must overcome the Hinja Master in order to 
progress — some examples of these superhuman villains are:- A 
fire-breathing Fat Man, the Green and Gruesome Giant ninja — who has 
a disconcerting habit of suddenly multiplying into an army I 

Mission accomplished? ,,not yet! now rescue the President of The United 
States from the grip of these villainous warriors and fly him to safety. 

Dragon Hinja, the hottest coln-op conversion around, designed to give 
your computer some real kicks! I 

CONTROLS 

The game Is controlled by joystick only In port I, one player only. 



Jump 



Jump left 



Walk left 



Back elbow 




Jump right 



Walk right 



Ankle kick 



Duck 
Leaving, Lhe fire button pressed starts the super punch. Release to action. 



Super Jump left 

Back kick 
[if jumping, jump * 
kick left) 

Duck punck 



Super Jump 




Super Jump right 



Pace punch 

(If jumping, jump 

kick left) 



Face kick 



Duck or drop to lower level 
Commodore key to pause game and restart. 



GAMEPLAY 



Battle your way through screen after screen of adversaries, progressing 
right or left depending on the level. 

You face a giant enemy at the end of each level who must be disposed of 
with multiple hits. 

You can collect a weapon ( knife) or capsules if dropped by a fallen 

enemy. 

Time capsules give extra time for the level while energy ones replenish 

your life source. 

The Super-punch feature allows you to knock down several adversaries 
with one blow. This power blow takes all you concentration and can only 
be implemented by standing still and holding down the fire- button for a 
few seconds until charged. 

STATUS St SCORING 

The following are displayed on screen 

Player score 

Hi score 

Energy level 

Lives remaining 

Level Indication 

Time remaining 

Scoring as follows 

Points 

Blue fiinja 75 

Lady 100 

"Big Saddle" (end of level) SOper hit, 1 0-000+ per elimination 

nihja with knife 175 

Objects collected 200 

" Big Badd i e" { d uri ng le ve] ) 500 

If energy reaches zero — life lost 
If time reaches zero — game over 



HINTS AND TIPS 



Learn the different moves to get the correct distance between you and 
the enemy for an accurate hit. 

Keep a look out for rUnjas with weapons, they carry useful objects 
which you can pick up. 

Extra weapons extend your reach so make sure you keep hold of them. 
The giant Adversaries need more than one hit — dodge, then attach. 
Make sure you're facing the right direction when implementing the 
Super punch, as you cannot move during the charging process. 
Be careful out there! 



DRAGON NINJA 



Its program code, graphic representation and artwork are the copyright of 
Ocean Software Limited and may not be reproduced, stored, hired or 
broadcast in any form whatsoever without the written permission of 
Imagine Software. All rights reserved worldwide. 



CREDITS 



Coding by David Collier 

Graphics by Stephen Wahid and John Palmer 

Music by Jonathan Dunn 

"£ 1 9G8 Imagine Software 



